Review: Play between worlds: exploring online game culture by Kerr, Aphra
www.ssoar.info
Review: Play between worlds: exploring online
game culture
Kerr, Aphra
Postprint / Postprint
Rezension / review
Zur Verfügung gestellt in Kooperation mit / provided in cooperation with:
www.peerproject.eu
Empfohlene Zitierung / Suggested Citation:
Kerr, A. (2008). Review of the book Play between worlds: exploring online game culture, by T. L. Taylor. European
Journal of Cultural Studies, 11(2), 173-175. https://doi.org/10.1177/1367549407088330
Nutzungsbedingungen:
Dieser Text wird unter dem "PEER Licence Agreement zur
Verfügung" gestellt. Nähere Auskünfte zum PEER-Projekt finden
Sie hier: http://www.peerproject.eu Gewährt wird ein nicht
exklusives, nicht übertragbares, persönliches und beschränktes
Recht auf Nutzung dieses Dokuments. Dieses Dokument
ist ausschließlich für den persönlichen, nicht-kommerziellen
Gebrauch bestimmt. Auf sämtlichen Kopien dieses Dokuments
müssen alle Urheberrechtshinweise und sonstigen Hinweise
auf gesetzlichen Schutz beibehalten werden. Sie dürfen dieses
Dokument nicht in irgendeiner Weise abändern, noch dürfen
Sie dieses Dokument für öffentliche oder kommerzielle Zwecke
vervielfältigen, öffentlich ausstellen, aufführen, vertreiben oder
anderweitig nutzen.
Mit der Verwendung dieses Dokuments erkennen Sie die
Nutzungsbedingungen an.
Terms of use:
This document is made available under the "PEER Licence
Agreement ". For more Information regarding the PEER-project
see: http://www.peerproject.eu This document is solely intended
for your personal, non-commercial use.All of the copies of
this documents must retain all copyright information and other
information regarding legal protection. You are not allowed to alter
this document in any way, to copy it for public or commercial
purposes, to exhibit the document in public, to perform, distribute
or otherwise use the document in public.
By using this particular document, you accept the above-stated
conditions of use.
Diese Version ist zitierbar unter / This version is citable under:
https://nbn-resolving.org/urn:nbn:de:0168-ssoar-227463
Q D U H DV

#OPYRIGHT ¥  3!'% 0UBLICATIONS
,OS !NGELES ,ONDON .EW $ELHI  
AND 3INGAPORE
6OL 	 n 
$/) 
WWWSAGEPUBLICATIONSCOM
Q D U H DV
2EVIEW
4, 4AYLOR 0LAY BETWEEN 7ORLDS %XPLORING /NLINE 'AME #ULTURE 
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&OR THOSE OF US WHO HAVE BEEN AROUND SINCE THE INSTITUTIONALIZATION OF 
INTERNET AND GAMES RESEARCH IN THE ACADEMY IN THE EARLY YEARS OF  THIS 
DECADE  AND WHO  STRUGGLE  TO  IMPRESS UPON OUR  STUDENTS  THE  RELATIVE 
NOVELTY OF EMAIL $ WORLDS AND "EBO THIS BOOK IS A USEFUL PEDAGOGICAL 
TOOL )T OPENS UP TAKENFORGRANTED TERMINOLOGY SUCH AS WHAT IS REAL AND 
WHAT IS VIRTUAL 7HAT IS PLAY AND WHAT IS A GAME )T TURNS OUR ATTENTION 
TO HIDDEN CORNERS OF  THE GAME WORLD WHERE NONSTEREOTYPICAL GAMERS 
@HANG OUT IT STARTS TO MAP THE RICHNESS OF GAME CULTURE IN A PARTICULAR 
ONLINE CONTEXT  AND  IT OFFERS A  SUSTAINED CRITIQUE OF  INDUSTRY DESIGN 
MARKETING AND COMMUNITY MANAGEMENT PRACTICES 4HIS BOOK FOCUSES ON 
%VER1UEST LAUNCHED BY 3ONY #OMPUTER %NTERTAINMENT IN  %VER1UEST 
IS INTERESTING IN THAT WHILE IT WAS ONCE THE MAIN -ASSIVELY -ULTIPLAYER 
/NLINE 'AME --/'	 ON THE MARKET IT HAS BEEN TOTALLY OVERSHADOWED 
IN TERMS OF MARKET SHARE AND ACADEMIC ATTENTION BY 7ORLD OF 7ARCRAFT !S 
SUCH 4AYLORS BOOK IS ALMOST HISTORICAL AND HIGHLIGHTS THE TRANSIENT AND 
DYNAMIC NATURE OF THESE GAMES HOW THEY EVOLVE GROW AND EVENTUALLY 
ARE REPLACED BY OTHER --/'S
7E MUST WELCOME A BROADENING OF THE GAMES LITERATURE TO ISSUES BEYOND 
THE PRACTICALITIES OF GAME DESIGN AND THE INTRICACIES OF GAME THEORY 4HERE 
ARE FEW BOOKS IN THE GROWING GAMES LITERATURE WHICH OFFER THIS TYPE OF 
SOCIOLOGICAL PERSPECTIVE ON THE GAMES WORLD 4HIS BOOK FOCUSES ON GAME 
PLAY IN A PARTICULAR CONTEXT AND AS SUCH GROUNDS AND CHALLENGES SOME OF THE 
GENERALIZATIONS MADE IN BOTH THE PRACTICAL AND MORE THEORETICAL LITERATURE 
4HE FOCUS HERE IS ON WHAT PEOPLE EXPERIENCE AND HOW THEY NEGOTIATE AND 
IN SOME CASES CIRCUMVENT THE CORE TEXT (ERE THE FOCUS IN ON GAMEPLAY 
WHAT THIS MEANS TO GAME PLAYERS THEMSELVES AND THE RESEARCHER AS GAMER 
4HE FOCUS IS ON LINKAGES BETWEEN THE ONLINE AND OFFLINE AND HOW PEOPLE 
ENGAGE WITH THE PRESENTATION OF SELF VIA A VARIOUSLY PREDETERMINED AVATAR 
AND GAMES SPACE &ROM THE STRUCTURE OF RULES AND GRAPHICAL SPACES GAME 
PLAYERS GENERATE A MULTITUDE OF CULTURES AND NORMS OF PRACTICE
4HE OPENING  CHAPTER  IN  THIS  BOOK DESCRIBES HOW 4AYLOR  ENTERED 
%VER1UEST HER CHOICE OF AVATAR AND HOW THIS IMPACTED UPON HER GAME 
D T Q N O D @ M  I N T Q M @ K  N E

D T QN O D @ M  I N T Q M@ K  N E  B T KS T Q@ K  RS T C H D R       	

PLAYING EXPERIENCE )T  IS A HIGHLY PERSONAL ACCOUNT ONE WHICH DETAILS 
HER MOTION SICKNESS AND THE PERILS SHE FACED ONLINE AS A NEWBIE )T ALSO 
DISCUSSES A REAL WORLD %VER1UEST  @FAIRE HELD  IN "OSTON -! WHERE SHE 
MET FOR THE FIRST TIME PEOPLE SHE HAD KNOWN ONLY PREVIOUSLY ONLINE 3HE 
EXPLORES HOW ONLINE GAMES CAN LEAK INTO THE OFFLINE WORLD AND VICE VERSA 
BUT HOW THESE ACTIVITIES AND PRACTICES REMAIN ULTIMATELY UNDER THE CONTROL 
OF A MAJOR CORPORATION WHICH DECIDES ON THE RULES
#HAPTER  TRACES THE HISTORICAL  LINEAGE OF --/'S TO $UNGEONS AND 
$RAGONS TABLETOP ROLEPLAYING GAMES AND EARLY TEXTBASED VIRTUAL WORLDS 
)T ALSO MAPS THE %VER1UEST GAMEWORLD AND PATTERNS OF PLAY %VEN IF ONE HAS 
NEVER PLAYED AN --/' 4AYLOR EXPLAINS THE MAIN ELEMENTS LANGUAGE 
AND LAYOUT OF %VER1UEST IN GREAT DETAIL ACCOMPANIED BY BLACK AND WHITE 
IMAGES 3HE TRACES THE EMERGENT AND INFORMAL SOCIAL NORMS AND PRACTICES 
WHEREBY PEOPLE WILL USUALLY RESPOND TO CALLS FOR HELP EVEN IF TECHNICALLY 
AN OPPONENT  IN THE GAME 3HE ARGUES  THAT PLAYERS ARE ACCULTURATED OR 
SOCIALIZED INTO THE GAME BOTH IN TERMS OF THE FORMAL GAME PLAYING RULES 
AND THE MORE INFORMAL RULES OF BEHAVIOUR !S IN THE REAL WORLD THERE ARE 
@OUTLAWS AND BAD NEWS SPREADS FAST AND SUCH PLAYERS ARE QUICKLY LABELLED 
AS TROUBLEMAKERS FINDING IT MORE DIFFICULT TO PROGRESS IN THE WORLD
4HE FOLLOWING TWO CHAPTERS EXPLORE WHAT 4AYLOR DESCRIBES AS FRINGE 
PLAYERS POWER GAMERS  IE  THOSE WHO PLAY THE GAME IN A PARTICULARLY 
INSTRUMENTAL STYLE AND FEMALE GAME PLAYERS "OTH THESE TYPES OF PLAYERS 
ARE OFTEN  SEEN AS  @DEVIANT OR NONIDEAL BY  THE  INDUSTRY  ITSELF AND BY 
SOME GAME PLAYERS 9ET PERHAPS 4AYLOR ARGUES THIS SAYS MORE ABOUT OUR 
STEREOTYPES OF THE IDEAL GAMER THAN ABOUT THE ACTUAL PRACTICE OF GAMEPLAY 
4HESE CHAPTERS HIGHLIGHT THAT GAMERS MAY PLAY IN VERY DIFFERENT WAYS 
ENJOY DIFFERENT THINGS IN A GAME AND THAT PLAY INVOLVES BOTH PLEASURE AND 
DISPLEASURE 4AYLOR REPEATEDLY NOTES HOW STRUCTURAL AND REALWORLD PRESSURES 
CAN INTERVENE IN AND SHAPE ONES GAME PLAYING EXPERIENCES /F PARTICULAR 
NOTE IN THESE CHAPTERS IS THE ATTENTION PAID TO @RACE AS WELL AS THE NATURE 
AND PRACTICE OF @PLAY 4AYLOR IS ALSO CAREFUL TO REJECT THE MORE BIOLOGICAL 
AND ESSENTIALIST ATTEMPTS TO JUSTIFY DESIGN CHOICES AND PLAYER PLEASURES
)N #HAPTERS  AND  4AYLOR OFFERS A SUSTAINED CRITIQUE OF INDUSTRY PRACTICES 
IN RELATION TO AVATAR DESIGN AND THE MARKETING AND ADVERTISING OF GAMES 
#HAPTER  MAPS THE MOVE FROM OPENSOURCE MULTIUSER VIRTUAL WORLDS TO 
PRIVATELYOWNED COMMERCIAL GAME SPACES 4HIS HAS LED TO MANY CASES OF 
CONFLICT BETWEEN PRIVATE PROFITDRIVEN CORPORATIONS AND PLAYER PRACTICES 
PARTICULARLY IN RELATION TO CONTENT CREATION AND OWNERSHIP !S MORE AND 
MORE PLAYERS ARE  INVITED TO HELP IN BETA TESTING FEEDBACK COMMUNITY 
SUPPORT AND CONTENT CREATION THE BOUNDARY BETWEEN USER AND PRODUCER 
IS INCREASINGLY BLURRED /FTEN THIS BLURRING IS NOT TAKEN INTO ACCOUNT BY 
INTELLECTUAL PROPERTY LAWS AND %ND 5SER ,ICENSE !GREEMENTS %5,!S	 
WHICH ARE USED TO PROTECT CORPORATE OWNERSHIP AND PROFIT #ERTAIN AREAS 
ARE EVEN MORE CONTENTIOUS AND AMBIGUOUS 4HE USE OF HACKS AUCTIONING 
AND HELPER SITES MUST BE QUESTIONED ARE THEY EVIDENCE OF PLAYER CREATIVITY 
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OR VIOLATIONS OF THE BOUNDARIES AND PROPERTY RIGHTS OF THE GAMES OWNERS 
(ERE WE SEE EXAMPLES OF  THE CONTINUOUS RENEGOTIATION OF BOTH GAMER 
CULTURE AND CORPORATE CULTURE WHICH 4AYLOR ARGUES REFLECTS DISCUSSIONS 
AROUND THE COLLECTIVE PRODUCTION OF CULTURE MORE GENERALLY
4HIS BOOK ADOPTS A GROUNDED THEORY APPROACH AND IN THAT VEIN THE DATA 
SPEAK FIRST THEN ARE USED TO CHALLENGE AND OPEN UP ACCEPTED DEFINITIONS 
AND CONCEPTUALIZATIONS 4HE WORK IS CLEARLY INFORMED BY THE SOCIOLOGY OF 
SCIENCE AND TECHNOLOGY AND IT SEES %VER1UEST AS A SOCIOTECHNICAL ARTEFACT 
OPEN TO MULTIPLE INTERPRETATIONS AND ACTIVELY RESISTING CLOSURE 4HERE ARE 
MULTIPLE STAKEHOLDERS IN THIS STORY AND NOT ALL HAVE THE SAME GOALS CON
TRIBUTING TO AN ONGOING STRUGGLE TO CONTROL AND @OWN THE CONTENT 4HIS 
STRUGGLE RESONATES WITH THOSE IN OTHER AREAS OF CULTURAL CONTENT
4HE FOCUS HERE IS ON PLAYERS AND PLAYER EXPERIENCES AND ONE DOES NOT 
GET TO SEE INTO THE COMPANY BEHIND THE GAME OR HEAR FROM THE DESIGNERS 
ALTHOUGH THEIR VIEWS ARE REPORTED SECONDHAND IN PLACES )T IS UNCLEAR HOW 
WELL THIS GAME DID IN DIFFERENT MARKETS PARTICULARLY THE !SIAN MARKET 
AND WHERE REFERENCES  TO PLACE ARE MADE THEY ARE USUALLY 53SPECIFIC 
) WOULD HAVE LIKED TO SEE SOME EXPLORATION OF SERVERSPECIFIC CULTURES OR 
INTERCULTURAL NEGOTIATIONS 0ERHAPS THAT IS FOR THE NEXT BOOK
4HIS BOOK IS ACCESSIBLE HONEST AND PERSONAL 4HERE  IS AN UNHEALTHY 
SENSE SOMETIMES IN GAMES STUDIES THAT ONE IS BORN A GAME PLAYER RATHER 
THAN LEARNING TO BECOME ONE 4HIS BOOK SHOWS THAT EVEN VETERANS OF GAME 
STUDIES WERE NEWBIES ONCE AND THAT ONE LEARNS A LOT ABOUT A GAME WORLD 
WHEN ONE IS A NEWBIE 4HIS BOOK SHOULD ENCOURAGE STUDENTS IN RELATED 
CULTURAL FIELDS TO EXPLORE --/'S AS  JUST ANOTHER ONLINE REALM RATHER 
THAN @BLACK BOXING IT
4HIS BOOK  IS NOT  TERRIBLY  LONG AND  INCLUDING NOTES AND REFERENCES 
COMES IN AT UNDER  PAGES ) WOULD SUGGEST THAT IT WOULD WORK WELL WITH 
UNDERGRADUATE FIELDWORK OR QUALITATIVE RESEARCH METHODOLOGY STUDENTS AS 
WELL AS STUDENTS OF ONLINE OR GAMES COURSES OR MORE GENERAL MEDIA STUDIES 
AND POPULAR CULTURE COURSES 3OME OF  THE BOOK DRAWS UPON PREVIOUSLY 
PUBLISHED WORK BUT THIS PUBLICATION SHOULD BRING THIS VALUABLE WORK TO 
A NEW COHORT OF STUDENTS AND HELP TO CONTEXTUALIZE THE CURRENT FOCUS IN 
GAME STUDIES ON 7ORLD OF 7ARCRAFT
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